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Welcome to SimCity. My name is Dr. Wright, and t will be your guide and 
teacher as you sel out to create bustl rig cities or spraw ing urban waste¬ 
lands. As mayor, the choice is yours. Let’s start off by destroying Tokyo, 
Studies show that nioe out ef ten new mayors begin their careers with a 
frenzy of destruction, psinq monsters, earthquakes and other disasters to 
reduce their cities to rubble, After that’s out of your sy stem, we’ll move on 
to the real challenge of building a thriving metropolis. If you want to skip the 
rubble, turn to page 8. 


HOW TO BEGIN T HE 
DESTRUCTION OF TOKYO 



tayst V.* Cane fafr■ torr on Mm earadr firr yt> to SCF'MjRID Mow WgfiDgflM Jxuf to Tokyo 

fXuvi.v, mo push START ei fro aid push STAP i. 1 ' 1 ,v;ifJ f- vjS '- ’® 


jiT.fc screen. 
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THE KING COMES 

As you can son from die telefax message, 
Bowser, the king of the Koopas, rs on his 
way to stomp Tokyo, What, you were ex¬ 
pecting a giant lizard? Now, if you push tie 
© Button you’ll see Tokyo BK—Before 
Koopa: 


TAKE A QUICK TOUR OF TOKYO 


Use the Control Bad 
white holding down the 
© Button to scroll all 
over the map and see 
what Tokyo is supposed 
to look like. Soon, tlianks 
to you, the city will look 
more tike a footprint. 


Hfeto sgff file 'mrxsn.gi PHsC9. 

fe.t rsrf fcr 'OPfi- 


fheavport te atcur !m be erased, 
permanent^. 




WHAT’S ON 


MAP 


A nJSIMirM' flR2a 


Q^wrotoiaf slops. 


MORE INFO 


When you lock at Tokyo, you 
see many structures. There 
are stadiums, pel ce stations 
and nublic bui Idi ngs, but a!so 
places where pcopte ivn, 
work and shop, 


The submenus have informationin many forms including maps and graphs, 
They also al low you to on ntrol gome optic ns like! low fast t? me passes or how- 
much money you want to spend on fire promotion every year. Non el 



JWoi'S' thscocscrto wieofiwsyinD&'s eo ttegr&tf too is?/, Wiwipus. 1 ; O to accsss a suJbmana. 







































































Well, this is what you asked for. Bowser is onthe-tocse, stomping, smashing, 
rpping down power fines, starting fires, tearing up roads arc railroads and 
generally doing everything possible to make life about as comfortable as a 
bad of spikes. I can hardly bear to watch, Anc although you can’t see them, 
(fie SjmCffizens are in the streets, screaming and running around like ants, 
Afrer all, they d idn ! t etect th ei r may or to use tne city as an eXperlrnen I. i n terror. 
As tor Bowser, you can hear h:m roaring In anger, unable to nnri Mario and 
. Luigi, which sn’t surprising since'they live iri Brooklyn, not 
Tokyo. Listen closely and you'll . ■ ■ , ■ 

als 0 hear explosions as tacto- 
ries catch 'ire. Mow here'5 an ^ x 

imer^tiog^ot.Accord mg to ^ . 

guilt lasts only 2.6 seconds on i ^ - cuii n^n 

average. 'i"“ 


Some mayors, having brought down rampage and ruin on their cues, 
attempt to make amends; that is to say, they try to fix everything.. My advice 
is notto wreck itin the first piace, but nobody ever listens to intelligent advice 
these' days, Still, if you want to put the pieces back together, you can do so 
Using f ha Edit Icons, which are the I ittie pi ctures on the left s : de of the screen. 
Using the icon that looks like power ?ines, you can reconnect power to 
buildings where a0 symbol indicates css of electricity. Move the cursor 
over the icon using the Central Pad. then push ©. The icon s now 
high ighted. Now move the cursor over the map until an edge of the cursor 
box touches the edge of a powerless building. Push© and aseetion sf power 
line is built, costing you $5. 

both buildings have power, rne cia™g.s .ud l .s fcu s^sre !&r HjcoLsty. 

Rebuild roads, airports, etc. ■ ffl BW f n 

toe same way. '• •’ ■"IS IwjSafijj *lj| j^SEftsBJ 


but iVih d UtltS psiYertCfi, If* Cjjy * 
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MUCH MORE 

Destroying cities can be habit forming, but most 
mayors soon find it is more of a challenge, and just 
as much fun. to build cities and make then’! work. 
SlmCIty lets you do it all. You can create your own 
city tram scratch or so^ve me problems of r eal 
cities ravaged by disasters. The following chap¬ 
ters take you step-by-step through the ereat on of 
a practice city, explaining how to build everything 
from power stations to booming commercial dis¬ 
tricts. If you listen closety and take my advice 
(since I have spent years researching every aspect 
cf SimCity, whereas you have only destroyed 
Tokyo) chances are you wil become one of hie 
greatest mayors of ail time. 


7?r0 joys zf demalr&fting 3 dry are- 
rT i;:n|.'. feuf Jo Edwtea CL'.^nihip 
msiropafe if (nra fufiss, 


KcOcl f:-■: nr r, :r cfeastBre ar-jr-t 

iVi!.- •■■■•’ (frit W ? City. 

WfirtSSS Tiliiyij AK Atlvr Bfpw:!' 


ENOUGH? 


Another curious fact about SimCity mayors is that one 
disaster is never enough. The reasoning goes something like 
■ his: 'Coo, that monster was great, but there must bo half a dozen 
buiIds ngs stil I standi ng. 3 wonder wh at it would take to destroy EVE RY- 
THIKG?!" In their infinite wisdom, the designers of SimCity included six fun- 
filled ways to wreak havoc on your hapless population: fires, monsters, 
floods, tornados, earthquakes arte clane wrecks. To activate sortie or (better 
yet} all of them, move tho cursor to the green bar at the top of the screen. Now 
the box becomes a hand. Move the hand so it points at th e footprint and push 
©. Simply point at the disasters) of your choice and push © to activate it 
(them), 






























































































1: VILLAGE 



WHAT IS A SIMCITY? 

A SimOity is a Emulated 1 city. Almost everything 
that happens In a real city happens in SimOity', too: 
b;.i.dings am built, traffic gets jammed and people 
complain about taxes. As years pass, stores be¬ 
come skyscrapers and workshops become facto¬ 
ries. It looks as If the city lias a life of its own, but as 
mayor, it’s your job to make it grow. Graphs and 
maps help you pinpoint trouble areas, then roll up 
your sieeves and start bulldozing and building. The 
main goal is to bui d a Megalopolis with half a million 
&mCitizens. There are also Scenarios where you 
solve the problems of existing cities. I fils manual 
shows you howto operate ail the features of SimOity. 
It also guides you step 
by step through the 
Practice City from Vil¬ 
lage level to Metropolis 
so you can learn the 
besrcs as well as ad¬ 
vanced strategies. 


SIMCITY CONTROLS 



£* Button 

Hues or a’lE^Vivs !ra stofe 
uSr - and fop doses 

[7ieflUS or felL'.TC to 


PJBMOUS 

0^0 fluttons 
'./Si? W/life plBflVig toe 
GofitfmJ Paolo scroll 
tapidty owi the Map of rne 
city. 


Control Ps<f 
Moves rte rijT.LLi 
around' ;be scroop 
ex iwtus 


SELECT 

JWyii ftiissr to ifrfi .left 
rjrfr Li. 1 . 1 :'.h- tuck riii ine 
Map of JFrt? City. 


Start 

Activates soma ms™ 
aprtona and jumps 
cursor to tos me™ 
toons at the top of the 
scram. 


© Sutton 

OtoaH! too i ^5 ttnWu 
Cpifons .;h.-i d duViD sutectarf 
tones Sfto ionsa on ibe 
LiWflfcrtH. 



r ARTING 



Let’s get started with our Practice 
City. Insert the Game Pak in die 
Su per N tS Control Deck and turn on 
the power. At the. title screen, push 
Start of ©. The Main Mo -1 j 4 vpears 
with three options. Move the cursor 
with the Control Pad to the Practice 
City option, and push ©. The telefax 
message says your goal is to build a 
City of 30,000 pea ole. Now piish © 
to begin the game. 




WHAT DO YOU SEE? 

The area where you build is the Landform. Right no w you see only blue water, 
brownfields and green forests, which change with the seasons. The Practice 
City Landform is asmatl island, but there are 1 000 challenging Landfoitns to 
choose from when you start a new city. 


S fN REGULAR 


First, choose Create New City from 
the main menu. Now s&Eect g Land- 
form . Use the map displayed by poi nt 
ing at OK and pushing ©, or po nt at 
NEXT and OK to see the next map. 
You can also choose a Landform by 
number using the counter arrows at 
the bottom Of the screen. Enter the 
name of your oily on the following 
screen. Next pick one of the three 
game levels and verify that everything 
is okay. Push ©and the game begins. 




_ 
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LET’S BREAK GROUND 

POWER TO THE PEOPLE 

No one wants to move to a town without power, so to get started you need 
to bL.iid a Power Plant. Build either a nuclear plant ($5000 arid .nonpollutirig) 
or a opal power plant ($3000 and highly polluting) which you connect to :he 
Zones with Power Lines. Zones without power display a blinking © symbol. 
A Zone placed beside a powered Zone doesn’t need Power L ines, 

STEP-BY-STEP 

Move the cursor to the Nuclear Power icon LiL Push © to select it. Move the 
cursor over the Landform and a box appears indicating the space needed 
to build the Power P ant. Build it at the location shown below by press: ng©. 
Now build an Industrial Zone i using the same steps. Finally, choose the 
Power Line icon In and build Power Lines between the Power Plant anc 
Industrial Zone. 



Rice the Pc»t&' FfeuS J«we Scutf wi fndustris! Zone hero. Cwmcj jhBpi Fewer Lines. 






Your city is buiit using the 16 icons on the left side of the 
screen. Each icon represents a Zone or city facility such as 
a Stadium that you can place on the Lane'form. To use the 
Build icons, move the cursor to the left side bar or push 
SELFCT. Point the cursor (now a hand) at the icon you want 
and push©. The cursor becomes a box the size of thoofcrect 
you will build. When the 
cursor is overtfoespotyou 
want to busld, press © to 
create the object Con¬ 
struction costs appear be¬ 
low the icons and arc de¬ 
ducted autornaticaltyfrom 
your cash on hand. 



UNDERSTANDING 

Zones are areas designated for Industrial, Com- 
5 ? march; or Residential develooment. As mayor, 

yOLi decide whom to place these Zones at a cost of $100 each. You won't 
actually boil d factories, stores or hot-ees. SirnC itizens do that it the Zon es are 
attractive. Some of the things that make Zones attractive include access to 
roads and power connections. Over time, Zones develop, which means 
SimCitizens might build bigger buildings or factories on them. Buildings can 
also yet smaller if conditions go sour, for instance, if pollution Gets too high 

STEP-BY-STEP 



Let's build a Residential Zens where people carl live and a. Commercial Zone 
where they can shop, Move the cursor to top Residential Zone icon M and 
push ©, Build the Residential Zone in the location shown. Now choose the 
Commercial Zone icon 
inland bui c that Zone as 
indicated. Connect (he 
new Zones with Power 
Linos as shown. {Note: If 
the Budget Window 
pops up, move the cur- 


sor to OK and push Q.) ” ra2o ^ 


dS iiV.Hii 


■' ";R5 




When you first Lo¬ 
gin a. new city, take 
a minute to survey 
the Lazidform you 
have chosen before 
building. Tor in 
stance, you don’t 
want to build am expensive Power Plant and later find that you 
have to bulldoze it A little preplanning goes a Long way. As you 
sci-oll over the Landforrn, note potential sites for Industrial and 
Residential Zones, Take a look at the rivers, lakes, and forests 
to see where Zones can fit together without wasting space. 


THE LAY OF THE LAND 




































































Cities rieec transportation systems so 
people can get from their homes to 
their place of work and toother places 
like shops. I n fact, if a Zone does - nt 
have a section of Road or Rail touch¬ 
ing it, i l won’t develop Road s cost $10 
per section to build ($20 over watery 
tjtto ma n tain them you'll have to pay 
an additional amount every year de¬ 
pending on how many sections of 
Roac you've bul.lt. 



STEP-BY-STEP 

In your growing Village, you'll need a Road connecting 
the throe existing Zones, io build a section of Road, 
move the cursor to the Road icon ‘m on the loft side bar 
and push ©. Now position the snail cursor oox ove r the 
spot where you want the Road and 
push 0 again. The Road appears. 

Follow the example shown sn the 
pi totos for completing your Road and 
notice that the Rose touches al! three 
Zones. 






HELP FROM DR. WRIG! 



Dr. Wright is the leading expert on SimGity and he I ikes to help whenever 
he can, Sometimes he poos onto the screen to give you a message or 
warning. It’s a goed idea to listen To clea* the message oh" the screen, 
just push 0, If you need advice, move the cursor to the Dr. Wright icon 
£ on the top bar and push ©. 





ESSENTIAL SERVICES 

In real cities, people demand protection from crime and fire, so they h re a 
police force and firemen. Sir-;City is no different. Police Stations reduce 
Crime in the neighoorhoorisand Fire Stations pul out nearby tires. Without 
these services, crime runs rampant and the town might bum down. Each 
station costs £500 and requires yearly funding to keep it operational. 




THE INFORMATION MENU M 


STEP-BY-STEP 

Let’s begin by building a Police Station. Move the cursor to the Poiicc icon 
ffl on the left side bar and push ©. 

Move the cursor box over the Land 
form and push 0 to bulid the station 
as shown in the photo. Do the same 
thing using The Fire Station icon A. 

Since you placed the stations next to 
powered Zones, you won't have to 
connect thorn with Power Lines, but 
you might want to add a road. 




For useful information about voir city, go to the Information Menu icon 
on the top bar and push 0. A submenu appears with eight choices. 
The submenus are axpiained individually in this manual. For now, let's 
take a look at Police Coverage. Move the cursor to the Map icon ... and 

push ©. then go to the Govern 
moot Services icon Ji. Now 
choose tine Police Coverage icon 
& to bong up the Police Cover¬ 
age map, In tef- 
pret the map 
using the color 
scale to the 
right. 
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CITY ATTRACTIONS 

If all your city had was factories, shop® and houses, it woukf oe a pretty 
boring place. SimCitizens are party animate; They like to spend time in the 
park, at the riallgame or throwing money sway In casinos. Parks are a -great 
deal at $10. a.“d they help raise Land Values and reduce Crime (more or Site 
iater) You won't need to build a stadium until your village gets much bigger. 
Gas nos are just one of many Gifts you can receive and give to your city later 
:n the game. 









PSneaway^WiscqMSiri- was once a bustling city on ttie 
River. Forests and parks were everywhere fljfid the 
fresh, Today, ten years after Me,yon Sawyer ignored my ad 
and decided it was more important to clear the land 
industry, the trees are gone and there Isn’t any new 
Crime and pollution levels are So high that ho one but mutant 
super heroes want to move there. Even worse, Land Values 
have fallen like a rock, which means the city collects fewer tax 
dollars so the roads are hegirmlag to decay. Pretty soon, 
Ptneaway will simply pine- away. 
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JIJM 
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. ■, “l; 
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Y&int jirjc) . D .' ¥Miv;ly- WAS gi^&l;j■. ri" .'iji.mJk 


TcsMy. Ptne&way fa becoming a y/iui! totm 





MONEY MATTERS 

Cities (End SimCitics) live on money, both collecting it arid spending it. 
Money is used for building and maintaining Reads and Railroads and to hire 
F J ol icemen and Firemen. Zoning land also costs money, es does building a 
Sea Port or Stadium. With all this money being spent, cities need a lot of 
money coming in. Much of it comes from taxes. In SimCity ; your taxes are 
based on population and Land Value. A large population living on valuable 
property wf I! pay the rr out tax dolfare, so these arc two of your goals—get' ing 
a big population and keeping Land Value high, Later in the game, you can 
supplement your taxes with income from entertainment sources like the 
Casino or Amusement Park, 




Cash 


Cost to 


nr.'.K' ift.'.-i.. 



When starting a new game using the Start New City option of the Main 
Menu, you'll have a choice of difficulty ievels. On the Easy Level, you'll 
begin with S2G.OOU and it will be 
easy tc got businesses and people 
to move into your city. The Medium 
Level starts you off with 110,000 
and people will be more reluctant 
to move, On the Haro Level, you 
begin with only $5,000 and it will be 
difficult to encourage people to 
become citizens, 
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I Me green loo bar consists of slight different icons which control different 
aspects of the game. Access a menu i n the top oar by pushing START, then 
move the cursor over the appropriate icon and push ©. For more detailed 
information on the useot many of the options listed below, refer to the index. 


GAME SPEED 



You can choose one of 
tiir&fl game speeds or 
Pause The speed deter¬ 
mines how fast tine flies- 


DISASTERS 

Inflict disasters on your 
city with the Disaster 
Menu; Fire lf|l Flood 
Plana Crash Tornado 
m, Earthquake Ms, or Monster A. 



Load/Save 



Use Ore Load 


and 


Save £* commands to 
bring up an existing city 
or to save the city you're 


currently work iig on. 



INSPECT 

With the Inspect Option, 
a circle appes-'s over the 
Landfonm in which you 
can read the develop- 


Auro Options 

| j . . The Four Au'o Options 
Ti I ind:.jdeAut O &.rlld0,e^. 
I JL ■ Auto Budget; 1ft. Auto 
Ll* * I (jotb^ 1 , and Background 
Mu&c &L Switch each one on ot oft. 


INFORMATION 

Get information from 
maps, graphs, polls, and 
tables (d help you ptan 
your city's growth. You 


0 


also control your budget from hero. 


DR. WRIGHT 

Dr. Wright is there to give 
you adwee, warnings, and 
encouragement, hut 
doesn't always give you 


w 


axaetty whal you want to know. 


GOTO 



Goto allows you to lly 
quickly to the soaop atari 
aocideit or LHsaaiar. A 
warning message lots 


ment level of a Zone, 


_ 


_ 



Vital i-nor it; it ion about thesfate of your city can be seen on the Voice Screen 
in the Information Menu. Go to the top bar arri choose the information icon 
fP, then choose the Voice con A screen showing ttie date arid city 
evaluate n appears. The screen is divided into the four categories described 
below, The nfomnatian helps you make decisions such as what problem to 
tackle first. 


POLLS & GOALS 


POPULARITY 

Your overall popularity is shown as a percentage of the city's voters. Yes 
indicates popularity, No indicates unhappy voters. The higher the Yes. 
percentage, the better. 

worst Problems 

The worst problems currently facing your city according to the voters are 
shown as percentages. Here, a high percentage means that the problem is 
greater. You should try to correct problems with percentages over 20%, 

POPULATION 

Here you see how many peon ! e live in your city and how many people either 
moved in or moved out during the past year. If people are moving out, you 
have a prob erm Land Value and stage of development ore also shown. 


GAME SCORE 


Th e computer automatically rates ybur performance oh a scale Of 0 to 1000- 
If the annual ate of change is a positive number, it means you are doing well. 
Try to achieve a score of 700 or higher. 



Sc to ths frifo Mo wt. 


CftMi) f.he VDi-tf SrYiMiJi 


ffaWe jkhjt parftxrrrsftTca 
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The Graph Screen in the Infcmiation Menu is the best way to check, on now 
you’■decisions affpm the city overtime. Bring up-toe Graph Screen by going 
to the Information icon or the top bar and then selecting the Graph icon 
The six icons below the graph are used to br ng up graphs for each subject. 
T hey are shown below arid can be toggled on and of by po :nt ng and pu sni ng 
©. "The two icons on the right draw the graph for either the last 10 years or 
the last “ 20 years. Graph information ts valuable because you can see if your 

decisions are having the desired ef¬ 
fects. For instance, if you have a high 
crime rate and decide to build new 
Pol oe Stations, several years later the 
graph will show how the crime rate 
dropped. 


You ceyj u/.iiy up one grqpfi, cj ait of (ham ior 

OOmpflfJEOfL 



a rifl'd.' 

Slows 
(feratop™rcf 
Or rf Zor.v?- 


C&Ylff\ 6 (£iai 
Slows- 
dereitpmffri 
cY C Zows. 


Andi/Sfnfaf 

Shows 
dwafesmenr 
of. 1 Zones. 


fWMran 
S'kmw tx.Yi- 
(jfnfM A ir.rfW-'lS 
dr' ij'HL/iWiiiji. 


Lancf Valuta 

Sfw/t'i fircwlr 
pf I r.virJ V&ifr. 


Crwne 

SflCWS I'r.-Mili of 


SAVING & LOADING 

SimCity has a built-in battery that allows you to save two different cities. 
Those cities can be of you r own design, or they can be either the Practice City 
or Scenario cities. When you bring up the Load/Save Menu “. you'll see four 
options; Load fc*. Save w. Go To Menu K, and End NL‘! he Go To Menu will 
take you to the Main Menu. End will end the game. Both ask if you want to 
save your current game before either going to the Main Menu or ending the 
game session. Choose Yes if you want to save the game or No if you don’t. 

HOW TO SAVE YOUR CITY 

To save your current city, bring up the Load/Save Menu “ and move the 
cursor to Save &. Now push ©. A second window appears that asks if you 
want to save the city in positeon 1 or 2. Choose the save location by using the 
cursor and pushing ©. The date and name of the city appears In the chosen 
position and a message indicates the game is saved. 



To load a city that was saved oreviousiy. bring up the Load/Save Menu ”, 
and move the cursor to Load £e. Now push © . A second wi ndow appears 
that asks which city you want to load. Choose the city from one of the two 
locations by using the cursor snd pushing ©. The chosen city automatically 
loads. 













































































STAGE 2: TOWN 


The second Level of oily development 
Is the Town, with a population of ne- 
tween 2,GOO and 10,000 people. Your 
Practice City is now at VI age level, nut 
it will soon necome a Town, Reaching 
the higher levels of city development 
City, Capital, Metropolis and Mega¬ 
lopolis — ta^ea a little more work. You’ll 
have to make efficient use of the Land- 
form and deal with many problems, 
including possible disasters that can 
wipe out a city. This chapter gets you 
up and growing, plus you'll learn about 
Parks, Gifts, and much more. 



i assail 









QScA; DEAR OR. WRIGHT: 

HOW DO 1MAKE MY CITY GROW? 

This question comes from- Mayor Eleanor Pubko of Piltdown City, out it 
is the most commonly asked question of ambitious, mew mayors. 
There's-no single .answer. Cities grow if the conditions are right, I ke 
crops that need water, fertilizer and sunlight. The conditions needed to 
make a city ripe for growth include job opportunities, affordable housing 
and a pleasant environment. As mayor, you can Influence these 
conditions. Zoning land for new industrial and commercial businesses 
can result in job opportunities while zoning land for residential units 
might help provide affordable housing. Making the city pleasant could 
entail reducing traffic, crime or pollution, or It might mean you have to 
build a Stadium or Amusement Park. There is no one solution because 
every city is d fferent. You r job is to try different solutions unti i one works, 



THE RCI METER 

I The RCI Meter in the upper right comer of the 
screen stands for Residential, Commercial, in¬ 
dustrial. The colored bars above or below the 
PCI represent your city's requirements for each 
type of Zeno. If the Residential (Red) bar is above 
the RCI, then you probably need to create new 
Residential Zones, ff the red bar is below the RCI, 
you already have enough Residential Zones, at 
least for now. By build¬ 
ing new Zones when the 
need is indicated by the 
PCI meter, you can bal¬ 
ance growth so your city 
has trie right types of 
Zones to expand. The 
RCI meter doesn't react 
instantly to changes, 
and it doesn’t say how 
many new Zones to 
make. That is up to you. 


GOALS OF THE GAME 

SimCify doesn’t have one goal tike defeating an evil dragon. The main goal 
is to build a Megalopolis of a half million people, but you can set other goals, 
too, For instance, you might try to build a city of 100,000 without bulldozing 
any forest- Qryoui could try to reach Metropolis in twenty years of game time. 
The choice is yours. You don't even need to have a goal. Some mayors just 
like dealing with problems as they occur. 





THE PRACTICE CITY SO FAR 





































TIME TO BUILD MORE 
INDUSTRIAL ZONES ■ 

For your Vi?lage to grow you' il reed to provide new indu atrial jobs. Once land 
is Zoned for industrial use, chances are a small factory will be bo It vary 
qu ichly. 1 hat factory needs workers and those workers wi !l move to your city, 
helping it g’OW, Later, if conditions are good, larger factories employing more 
people will bo built. (See page 30 for a chart of Zone Development.) Before 
placing new Industrial Zones, give some thought to where they should go. 
You wouldn't want to c.ace them next to a Residential Zone, because the 
pollution a^d crime that exist near Industrial Zones would keep the Residen¬ 
tial Zone from developing. You don't want to build Industrial Zones faraway, 
either, Cue to the extra cost of Roads and Power Linos. The best plan is to 
group Industrial Zones near each oiher, leaving some open areas to keep 
pollution levels low. 

STEP-BY-STEP 

Using The method of creating Zones described on page ten, create two new 
Industrial Zones as shown In the pictures below. Placing the new Zones near 
the Police Station wi I help keep the crime rate low. Make sire power is 
connected and that you build Roads so both Zones have access. Very soon 
your Village will become a Town, 



ft's tvue !u fcniiJrJ 1 new Zorins. r.'Mise are prime focatorra. The RGt f>wf $hwr$ tow 


industrifii neetf. 



_ 
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THE WRIGHT FILES: 
PIG1KON 

Pigiron, PA wasn't, always 
trial wasteland with pollution 
you can stab it with a fork 
criminals under every rook. One hun¬ 
dred years ago It w&a a well balanced 
community of homes, shops and in¬ 
dustry. Then one day Mayor Gil 
Eyesore returned from a trip to a 
widget factory, He was a. changed 
man. He had a vision of Plgtron 
becoming the widget capital of the 
world! • As a result* he zoned every 
available piece of land for industrial 
use. He practically spent all the money 
he had. but he figured that Industries 
and people would soon fleck to Figiron 
and begin manufacturing -widgets. 

Industry moved in and the skies 
darkened. Then crime raised, its ugly 
head and Pigiron soon led the nation 
in the rats of stolen Nintendo Power 
Magazines. Even worse, as far as 
Mayor Eyesore was concerned., was 
that none of those dozens of new 
factories 
manufac¬ 
tured wid¬ 
gets. 

public life a 
crushed and 
widget less 
husk of a 

may or. Pipi'ra? needs 3 major dean up. Traffic jams copsC*?! 1 . 


Industry brings crirm and 
poAuDaiT. 


Land waives .3rirf Jfw (as pas c 























































MORE RESIDENTIAL 
ZONES ARE NEEDED a 

When you create new Industrial Zones, you also create memo jobs. Some 
people live in Industrial Zones, but if you want your city to grow, you must 
also add Residential Zones. In fact, tor every Industrial or Commercial Zone 
you bui-ld, you should also build a Residential Zone, ihe best place for 
Residential Zones is where the Land Values are high. People who move into 
those Zones pay more taxes to the city Since Laird Values are high along the 
waterfront, that’s a good place to build. Zone development begins with 
single family houses and progresses to larger apartments and condomini¬ 
ums if conditions are good. Good conditions induce low crime and 
pollution, few traffic problems, and proximity to Commercial Zones and 
entertainment such as Amusement Parks. 

STEP-BY-STEP 

To determine how many new Residential Zones you naod, calculate how 
many total Industrial and Commercial Zones you have. Right now you have 
four, which means you need to build three additional Residential Zones. 
Use the directions on page ten for building new Zones and place the three 
new Residential Zones-To the left of the existing Residential Zone. Make sure 
the new Zones have power and access to Roads. Whenever possible, new 

Zones should be built 
next to already exist ¬ 
ing Zones to save 
space and efiminate 
the need for Power 
Lines and extra Roads. 
Soon after building toe 
new Zones, the RCI 
Meter will indicate loss 
of a need for Residen¬ 
tial Zones. 



mi 


rii 


?c. 



DOODLE 


The suburban community of Doodle, 
Connecticut never adopted a aon- 
ing plan when it became a town. 
One night before the town even had a name, the new mayor 
unthinkingly marie doodles all over the city rn ap wh do talking 
to her brother on the phone. The next- day, the crew that was 
building roads mistakenly used that map to layout the roads 
in town. The penult was chaos. Roads looped and turned for 
no reason. Residential Zones were scattered, and few were 
right next to each other, so miles of extra- power lines had 
to be built. Traffic was horrible and Police and Tire protection 
was inefficient. Eventually the town stopped growing be¬ 
cause the space between zones was not large enough for new 
zones to fit. Even, the mayor gave up on Doodle and moved 
to flew Kamp&hire. 


iVftsiafre fl/T: Tne roads tame first 


Mfatake fir. (iones didn't touch. 



Mfelaite to KiSy access fa rndUBfry 


Misia(re t(4: Ns centra/ oommfinMf area 
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YOUR HOUSE m 

Due to the new Zones you just built, your city will reach a population of 2. GOG 
(or Town level) very quickly. When it does, a message pops up indicating that 
you have received the first g ft Your H ousel Many new mayors place the 
mansion in grand isolation, like a castle overtasking the town. A better plan 
:sto live near your voters. Residential Zones near your house develop quickly 
to high levels, which means more growth and more tax dollars. 


When the question mark, or Gift icon 7 . at the 
bottom right of the side bar s highlighted, move 
the cursor to the icon and push ©. A window 
appears showing Your House ife. Push © and 
position the cursor bo* where you want to build 
Your House, Maks sure it is connected with power, 




GIFTS AND HOW THEY APPEAR 


Gifts appear if a condition is met; tor instance, 
the Fountain appears after SO years. Some 
Gifts benefit Hie city by adding $1 GO each year 
to your income, but some may cause prob¬ 
lems. The Casino increases crime as well as 
adding$1 GO income.Zones surrounding Gifts 
develop fast and usually reach high levels, See 
page 46 for more information on. Gifts. 



Use Gifts rv)s&y 


MORE DEMAND FOR 
COMMERCIAL ZONESiL 

With an increase in population from nev: industries and workers who have- 
moved into the residential areas of your city, the demand for more Commer¬ 
cial Zones ncreasea, Watch the RGI Meter to see "he relationship between 
Zones. Demand for Commercial Zones always follows development of 
Industrial and Residential Zones. Commercial Zones in a real city include 
many types of businesses, from Mom and Pop groceries to stock markets. 
SimCfty simulates the variety of businesses with different levels of growth. 
Commercial Zone development begins with small businesses in single t oor 
strip malls and reaches skyscrapers if conditions are good. I he conditions 
for reaching those high levels Include proximity to many Residential Zones 
and some Gifts, a high popu ation and the presence of an Airport. Crime and 
pollution evels don't affect Commercial Zones as much as they affect 
Residents Zones. 

STEP-BY-STEP 

Use the method describee on page ten to build 
new Commercial Zones. For now, one new Com 
mercia; Zone placed just tc the left of the existing 
Commercial Zone should be enough. At this stage 
of development, you need mere Industrial Zones 
than Commercial Zones, but that will change. 

Make sure the Zone has access to a Road ar c 
power. 
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PARKS AND A WELL 
BALANCED CITY S 




SlrttGity is a game of balance. When you add a new Zone, you change the 
conditions of the game. As more people move In, crime, traffic, unemploy¬ 
ment and pollution may increase. One way to counteract the effects of 
growth is to build parks. Use the Park icon t and the method for building 
described on page ten to create parkland of lawn and trees. 1 he cost of $10 
is a bargain. The benefits Include reduced come and pollution and increased 

Land Values. Create parks near the Industrial Zones and Rosid—^ - 

as shown in the photo. Parks don't require power or access to 
should also add a new 
Residential Zone to 
balance the addition Of 
the Commercial Zone 
you built eanier. 


mi! WlUtiHT FILES: TOWER 

Mayor EJisb 'Fogg of Tower, Nevada, dreaimed of his sleepy, 
desert town becoming the Manhattan of the West- It didn't 
matter to Elmo that his City didn't meet any of the oonditions 
to support a. thriving commercdM district. Big business would 
come, lie believed. If he sened the desert for- commerce instead 
of cactus. At first, several businesses did move In, but . traffic., 
became impossible and there were no new residential areas, j 
Within a few years 
almost all the new 
businesses had 
moved, away, leaving 
empty lets tor the 
coyotes and tum¬ 
bleweed- _ 

TTre- mayor frai^tuy cfaisms. But zoyaiBS (ton i shop. 
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EVALUATING THE CITY 

By now you’ve probably noticed a number of messages that pop up on the 
screen warning of Impending traffic problems and high cr : me rates. These 
messages don't always mean that the problem exists, but that the situation 
is getting worse It js important to examine the problems Joaklng for causes 
and possible solutions so that you can correct thc-m. 


TRAFFIC 

inSimCty. wheoeveryou fauitd Roads 
between active, growing Zones, you 
will eventually have a traffic problem. 
Bu Iding more Roads doesn't always 
fie ip. because they might not go 
where commuters want to go. Your 
Practice City is still small enough that 
the road system is simple. To see 
where the problem s occur, go to the 
Information Men,.- f? and'activate 
ire Map -Semen then the Traffic 
Map iccr *+. Chances aro Itie prob¬ 
lem is where the Road curves, As in 
a real city, SimCity traffic slows at 
curves and intersections, and tnat 
causes traffic jams. A good rule is to 
keep Roads as straight as possible. 


CRIME 


A rising crime level is usually toe 
second emblem encountered by a 
small town. Go tc the information 
Menu i^ 1 and open the.. Mac'Screen 
tnen the Crime icon r 7. The areas 
shown in color on toe map are areas 
where crimes occur. Low l and Val¬ 
ues and distance from Police sta¬ 
tions increase crime. Look at Police 
coverage Jsfe to determine where 
a now station should be built. 



Vie C.nms .' r fep. 





lOOk for fjeavy traffic, Tfie Traffic Map 


Crime over fima. 


ssOgfaJs'iEE!*' 

□ &| 

Don't worry yef. 





















































Anticipating problems 

At this point your town ngs a let of growing to do 
if it is going to reach City level, but before you 
begin zoning every square inch, it would no a 
good dca to review the problems that will Soon 
afflict your city, Crime, pollution and traffic areal 
concern $. It is better to plan eh cad than, wait u ntiI 
the problems slow down your growth rate Good 
planning can. ever mean that some problems 
never occur. 





Q&A: DEAR DR. WRIGHT: WHAT 
PROBLEMS D6 I TACKLE FIRST? 

Many inexperienced mayors waste precious time worry ir'g about which 
problems todea- with first, and while they're worrying, the problems get 
out of hand; then they worry even more and the problems get even 
worse, "lie trick is to have a plan—a vision of your city—that takes all 
potential problems into account. If you don't have a plan, you should 
deal with the problem rated h-ghebt if' the Voice Screen Public Opinion 
polk Through trial and error you wilt learn that many problems can be 
eliminated before they occur. 
jkk;.—T^ -v-^'-vr ' ^ 
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>PPING CRIME T 


In real cities, crime can occur anywhere from 
he mos to offices, but there are often areas where 
cm me rates are much higher than normal. That is 
also true in Sim-City. industrial Tones have more 
crime than Commercial or Residential Zones. As 
a result, you should build more Police Stations in 
the industrial areas of your city. When yog build 
new Industrial Zones remember to build a 
Police Station >■ nearby. When building new 
Commercial and Residential Zones, the Pc ice 
stations can be spread out a bit full her. Check the 
Crime map to make sure your plan is working and 
that you didn't forge" an area. A second, simple 
way to reduce crime is to build parks in empty 
spaces, especially in Industrial areas. 

STEP-BY-STEP 



TXs area needs jrarte 



An i iflpFrfeciBti 



crossed poHutkwi thai 

L , ■ Si.iio a PoVcs Satoi fjeartj} 1 . 

cornea with new Indus¬ 
trial Zones. Using the In d ustrial Build icon Si on the side bar, create two new 
industrial Zones on the peninsula as shown in the Sett photo. Since there is 


fit'VC' ns It !nDhSi.'te,' ZirtSS. 


no Police Station nearby, the chance of high crime rates is good. So you 
should b.,iic a Pc lice station & as shown at right. 



30 























































ROADS & RAILS » 



CTeai, sfficisnl .ttsee r.-i=nsir. 


Cr0i#ffi)g and patihikm 


Cities everywhere expe- 
rienee crowded Roads, 
and many nave ccme 
up with alternatwes, In 
SsnrtCity, the alternative 
is to bu Id a mass transit 
system. Each sector- of 
nails costs $20, and J40 
over water. The benefits 
are that Rails are never crowded and they don't pollute, h 'act The most 
efficient Slm'City relies entirely on mass transit Rails. 


STEP-BY-STEP 



The best way to get rid 
of crowded Roads is 
to replace them with 
Hails. If you build a 
mass transit system 
elsewhere, the traffic 
remains. First use the 
nil's ftjsd is (&>crauvtei Mass iiHrart >s the ajfadwn Bulldoze icon **• as 

described below to remove crowded Roads. Now use the Rail icon to 
create a nr,ass transit system. Rails don't require power, but they should all 
be connected to eacn other. 



LDOZING SI 


Even the best mayors occasionally make mistakes, which is why the 
Bulldozer is so important, Go to theses e bar and choose the Bulldozer icon 
Sjj (hen position the cursor overthe mktd ie of the building, Zone, Road, Rai l 
or Power Line you want to bulldoze. Push ©and the structure is gone. Once 
an area is bulldozed, you can build another Zone or structure on it. 


ii 
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Nsjv didn't ihat' Ifa or 


Everybody wanted to live in Gearhead, California—to 'be close 
to the surf, the cun, the reaijT.ifi.il peopie with j-j'cen bain —and 
to di-ive their ears ail day Long, Polly Piston, the mayor of 
Gearhead and the proud owner 
of an ’88 Vette was no excep¬ 
tion. While mayors from Boston 
to Tokyo encouraged Felly to 
build a mass transit system, in 
her doom ing town, she wouldn’t 
hear of it, As the year's passed, 
the roads of Goarhe&d became 
swamped with cars. They were 
so crowded you could walls on 
top of them from one side of 
town bo the other. Hd one oould 
got to the beach or the mall 
HZiyinoie, and tlie ah' turned, as 
green as people's hair. Polly 
de ci ded to build mure imds. 

Unfortunately! people just 
bought new oars and fifed up 
the new roads overnight. Soon 
Gearhead simply ran out of gas. 


flsamead wasn i awara s nightmare. 



PoKvl<?0 rm r.'ie M-s. 


Me™ filr.lr.'il.VjH QrirflQtfi .IfM'W iS'.'.Lj'S. 





































































BUILDING A CITY 

To boost your population to the City level requires added industry, resi¬ 
dences and commence. You should also keep in mind your eventual goal ot 
creating a Metropolis wlt| a population of' 00,000. Although cities a re built 
in many steps, you should follow a master plan. For instance, most ot your 
Industrial Zones will be concentrated along the eastern coast of the 
Landfqmn. This concentration reduces pollution over the residential areas, 
which will be on the north, west, and south shores. The Commercial Zones 
fit neatly in the middle where they are surrounded by Residential Zones. Of 
course, this is only one successtu master ptan. There are countless 
variations-. 


V PAUSE IN THE 


Sometimes it : s useful to stop time so you can plan carefully. This is 
especially true In the Scenarios where you have a limi ted time to 
accomplish your goals. The first goa-i in the Practice City is tc reach 
30.000 people in five years, which is a very short time, (Don't worry if you 
don’t reach that goal, because you can still build a Metropolis of 
100,000.) To Pause the game, go to the Game Speed icon ^ on the top 
bar theo choose the Pause icon While time has stopped for the 
SimCitizens in your city, you can still build arc bulldoze as long as the 
money lasts, Don't expect improvements to show up on maps or graphs 



BUILD A SEAPORT 

Two very special facilities can ho bu It to help your city grow. The first is the 
Seaport w ne'e ships dock and lose and unload cargo. The Seaport Costs 
$5000 to bu : ld and spurs the development of Industrial Zones. Zones near 
a Seaport: reach the highest level of development quickly, but all industrial 
Zones in your city benefit. Once you build a single Seaport, additional 
Seaports will not help industrial growth. 

STEP-BY-STEP 

Building a Seaport is no different than building any other facility like a Police 
Station or Power Plant Go to the Seaport ^con . on the sue bar and push 
© Be careful when you position the Seaport because It is larger than Zones 
and most other struc¬ 
tures. Place your Port 
as shown in the photo 
and extent: the Rail line 
so it touches the Port. 


JT.V S&J PQft/CQfl, 

THIS WIUGHT FILES: PORTLY 

. ’ .•. . A ■’ V ' ‘ 

in Portly, Maine, Mayor Ken Fortnoise cleverly decided to lure 
away the 'shipping business from other cities by lining his 
waterfront-areas with Seaports. At great east to the tax payers 
of Portly, the ports were built, but oddly enough the town did 
not benefit. Industries remained unchanged from the time 
when the first 
port was bunt. 

Mayor Fort- 
notse couldn’t 
understand it. 

The ports 
looked so im¬ 
pressive! 


















































































At this stage of :he game it is stii! m por- 
tani to add new Industrial Zones to 
create jobs. Three new Zones shout: 
be enough to raise your population 
above the 10,000 'nark to reach City 
level, Follow the master p : an o^c-cahng 
the new Zones along the oast coast of 
the island as shown in toe m ap. Another 
reason for building on. the coast is that 
m uch of the pol ution created is over the 
wafer whore Itv/on't af fee f the growth of 
other Zones. 



A potf tfte. 


STEP-BY-STEP 

Use the method described on page ten to build new Industrial Zones with 
the Industrial Zone icon Ji. 1 he locations forth© three new Zones are shown 
below, one near the Seaport ana two further south. When leaving open 
spaces between Industrial Zones, make them the size of aZone. Later, when 
you maximize the use of space in your city, you can place new Zones 
between existing 7ones. For now. fill the space with parks. Also add a Pokce 
Station to keep crime down and encourage development. Connect power 
and add Rails. 



aU::,.‘ re w Zanea. FXi spaces mrfi pvtis. Ado $ Sr^urj.n. 




GROWTH WIT H 


COMMERCI AL ZONES £ 


With the increase i n popu laton from the 
haw I ldustrtal Zones, yourcity will need 
core Commercial Zones to service the 
new citizens.. C- cose ih& location of the 
new Zones according to tho master 
plan, which is to place Commercial 
Zones between industrial areas and 
residential areas. Keep in mind that 
Commercial Zones only reach the high¬ 
est stage of development it ether Com¬ 
mercial Zones are built next 'o them. 
Zones that reach the highest stage of 
development have the greatest popu¬ 



lation and Land Values, which increases tax dolls.is. 


STEP-BY-STEP 


Use the directions on page ten to bu Id new Commercial Zones with the 
Commercial Zone icon £ As you can see n the photos below, the 
Commercial Zones are built next to exist! "g Commercial Zones. The space 
left open in the middle can later be filled by a Gift, such as the Bank, to he p 
increase development in the surrounding Commercial Zones. For' now, ill 
the space with parks and run Rai-s to the new Zones. 



Ado new Eonos. 

















































BUILD MANY NEW 
RESIDENTI AL ZONES ^3 


After adding so rrt uch industry and com¬ 
merce, your need for new Residential 
Zones is great ! he master plan is to 
build Residential Zones on the three 
coasts not occupied by Industrial 
Zones. At this stage, it is also important 
to keep new Zones dose to the rest of 
the city, so the northwest ares of the 
city is the best place to expand- $ nee 
you have 14 Industrial and Commercial 
Zones combined, you should have at 
least that many Residential Zones. A 
few extra Residential Zones can help 
reduce Pi jblic Opi nion complai nts about 
Housing Costs. 



Zeros hem 


v 


r 


A (Jcmv iife. 


STEP-BY-STEP 


Using the Residential Zone icon £5: and the method for building Zones 
covered on page ten, create new Residential Zones. In the photo below 
you'll notice that the new Zones are laid out in a rectangu lar pattern with an 
open area in the middle. As with the Commercial Zones, a Gift ean later be 
added to the center area to hoost development of the surrounding Zones. 
For now, add a Police Station to reduce crime in the area. That will help raise 
Land Values, too. Make sure ail Zones have Rail access. 



Gn)n.1fi incruam, 



EVALUATING THE CITY 





■fiu aitf '/^•6.v a.*; >aur way to teccmufl 
jtujw or d capBef c.ty 


With ali the building you've been do 
ing, you- city is now well over the 
1 D,OR[J population mark and growing 
rapidly, You've been careful to keep 
problems in check by adding Police 
Stations and replacing Roads 'with 
Rails. Although a message may tefl 
you that pollution isacontinu ng prob¬ 
lem, if you check the Foiiution Map in 
the Information Menu, you'll see that 
pollution has been kept down to a 
minimum as indicated by the green 

areas. Yens' biggest COftCeffi now is momey ■ A! I that construction has emptied 
your pockets of cash. In the a-ext chapter you'll learn how to take out loans 
from me bank, adjust your tax rate and funding, of services, plus there are tips 
on Increasing your money. At the same time, you'll be bidding more Zones 

and space will begin to 
runout. Eventually, your 
b;ggest concern will be 
howtoitt enough Zones 
onto tlie Landfomn to 
reach the population 
goal of 100 h 000. 

Cr.'.Tv: yiKfef odTfrXiL Tisfilc n ,w fcuHW a prnbferTi 




is expanding. 
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Your n ext goal is to reach a popula¬ 
tion of bQ,G0Q which will put you at 
the Capita' level. To do this requires 
bui : dInq more Industrial, Commercial 
and Residential Zones, plus all the 
services they require. You'l also add 
an Airport, a Stadium and more Gifts, 
and you will learn how to encourage 
growth by boosting Land Values. As 
you strive toward the Capital level, 
the Lanstorm of the Practice City will 
begin to get crowded and a new set 
ct problems wiM plague you. 










such as Police 


Balancing the number of different Zones is vitai tn keep your city 
growing. I tie Fetal Screen is the place to get this in format on. Go to tl le 
Information Menu & and then to the Total Screen -V . The first three 
categories on the left show how many Resi¬ 
dential Industrial, and Commercial Zones 
you've built. The best ratio is 2 Residential 
Zones to i' Industrial and 1 Commercial, Other 
information includes kilometers of Roads, Rails 
and Power Lines, the area of parks, forest, 
oponland and water (which is useful when 
picking a Landform), — 1 Al ——- 
ben of city ser ,jL '- QC 
Stations, 

Schools, 

Hospitals, 

Power Plants 
and so on. 


C/iocse H;e /siai Scraaif. 


ftawaw irte rnafie-up 


THE LOWDOWN ON 
LAND VALUES S 


Land Values in real cities depend on 
factors such as the development of 
a property and if the property is in a 
good neighborhood. The Land Value 
of a property with a skyscraper built 
on if is going to be higher "har- the 
Land Value of a property with a 
chicken coop. SlmCify Land Values 
work the same way. Well developed 
areas are worth mere than less de¬ 
veloped a'ess. Good locations also 
add value. Areas near water, forests 
or parks have higher Land Values 
than areas with high evets of crime, 
traffic anc pollution. Land Values 
are important in SimCity for two 
reasons 1 first, taxes are based on 
Land Vaiues {higher .and Values 
mean more tax dclars}; second, 
Land Values influence development 
ol Zones, Residential Zones rarefy 
develop well in areas of low Land 
Values due to the problems that 
cause the low Land Values like cri me. 
On the other hand, if ail Residential 
Zones are in high value areas, Hous 
mg Costs may become a problem. 
You can solve Housing Cost prob¬ 
lems by creating Residential Zones 
io lower value areas of the city, A mix 
of low and high value Residential 
Zones will keep everyone happy, 



tVjffi ttidfui sKsrtw ro afrivis&p prtJfsifents, sry 
nagii^oiflocd c*i dte«ei5(i Zi|sh«ri5rrtJ Waives. 



■ IT™i ■ - -BJ«- 

i! pfoPdaTis s.'f u'vci'wrJtCd, i .;r;rj remain 
low or drop, which rsolvRs (Jie >V3U fai-s ?o 
work with. 



Co io (hi InformeHon Msnw c 1 . n':c- fXi.o SGieeo 


m wothf: i,#f& 'race Wap (c ww Land 
Vs.'uss. 




































































THE W1U< 
GOUMUJSH 


F HI 


VIUIH: 


For years and years Goldrush, Nebraska had been a sleepy 
town swrcjimded "by fields of golden com, Upon being elected. 
Mayor Milo Cobb—the largest land owner In the area — 
changed all that. He immediately tried, to attract people and 
jobs to Goldiaish, hoping that he could boost the value of his 
cor n n olds and then sell them, 
but his lack of planning pro ved 
dlMBterouB. Ail along tire Sil¬ 
ver Plate Hivep, industries 
sprang up like weeds and the 
surrounding Land Values 
dropped.-Since city taxes also 
dropped. Mayor Oobb didn't 
have enough money to build 
the Police Stations, roads and 
parks his expanding town 
needed. The problems got 
worse and worse and the 7 and 
VaJ ties continued to drop un¬ 
til a prime acre of farmland 
cost the flame as a fudgecicle. 

Mayor Gohb 'sgcki mine turned 

mit, bn 


EfJJ 


i£ ; 


A Big league city * 

For the next big period of growth, you'll need plenty of Residential arid 
Industrial Zones. Those Zones Should be built out along the northern and 
eastern coasts of tbs island. Soon after reaching about 30,000 people, your 
citizens will demand a Stadium. The Stadium costs $3,000, but it helps 
develop Residential. Zones and raise Land Values. The problem with Stadi¬ 
ums is that they cause traffic. 

STEP-BY-STEP 

Extend your residential area by building 
new Residential Zones a : ong the shore 
and inland. The nland Zones shousd 
firm blocks as shown in the photo. 

Extra Police Stations w I further add to 
the Land Value by keeping crime rates 
low. Using the Stadium icon ♦„ build a 
Stadium as shown in the photo- The use of Rails eliminates traffic preb loins. 
New Industrial Zones should be added in the area shown 
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The Bank first appears as a Gift, which moans that you can place the 
Bank building on the Landforrn. The best p ace for the Bank is in the 
heart of the commercial block to encourage the surrounding Zones to 
devclon. Trio Back only appears it your total amount of cash drops 
below $2,000. It allows you to take out a $ 10,000 loan, which you pay¬ 
back $500 per year for 21 years. While the loan is bemg paid back, you 
carr'i take cut adcitional loons. Access the Bank through the Informa¬ 
tion Menu >F and Bank icon ®. 
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BUILDING BLOCKS 

Grouping Commercial arsd Residential Zones together in blocks is (be best 
way to maximize the use of available land. Blocks also share power 
connections and reduce the number of Roads or Basis you'll need to build 
and maintain. Blocks can be of any s z.e and configuration, but usually you li 
want to olace Commercial Zones with ether Commercial Zones, industrial 
Zones produce so much pollution when they are in blocks that you should 
leave open space between them if possible. 
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DOUGHNUT BLOCKS 

One 01 ' the most efficient patterns of blocks is the Doughnut Block, con sisting 
of eight Zones around an open space. The open space is what makes the 
Doughnut Block special, if you place a Gift or parkland in the doughnut hole, 
The surrounding Zones develop quickly and to high eve s. 
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Ironesban, Texas was the home of rugged individualists who 
didn't dke living in crowded cities. They wanted the feel tog of 
the wide open plains in their backyards. If mankind, had been 
meant to have crowded cities, 
they argued t he wouldn't have 
been given Texas. Irma Biggs, 
the mayor of Lonaatar, took 
pa ins to isolate every zone 
from every other zone to keep 
her voters, happy. Well, when 
the skyrocketing bills for mad 
maintenance came in, the vot¬ 
ers weren't bo happy. The traf¬ 
fic jams were also bad, mile 
after mile of dusty pickup 
trucks baking in the hot Texas 
sun. Unlike Dallas qt Houston, 
no one ever built, a skyscraper 
in Wrests,r p or a big factory, or 
a 20o for the kids, because the 
town couldn't grow large 
enough to- support, them. 


Mlliaf are the worst prob¬ 
lems? 
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As your city grows you will receive many Gifts which you can give-to the city 
for $100. Ur. Wright announces each Grt and gives a hint concerning where 
it might best be located.. Build a Gift by going to the Gift icon.'?; if' me side 
bar, pointing at the Gift and pressing Q. Then place the GiftontheLandf'orm. 
Each Gift has benefits, but some a-:so cause problems. Listed foetow are the 
Gifts, the test places to build them, other benefits and problems. Bo sure to 
build Gifts next to develop'ng Zones to help them reach the highest levels. 
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BUILD AN AIRPORT ffi 

Your c:y is well on its way to becoming a Capital, Like real cities of this size, 
more and more o : its business will be commercial as it grows larger and 
industrial areas will become loss important. Since Commercial Zone devel¬ 
opment is helped by the presence of an Airport, the time has come fur you 
to take to the skies. The cost at $ 1h : UG0 is very high, but. the boost to your 
commercial sector is important. Locating the Airport is a very important 
decision. An Airport creates a huge cloud of pollution tha - will lower '..and 
Values su-rounding it. The second consideration is 1 hat planes tend to crash 
near the Airport. If you build the Airport in the center of town, crashing planes 
will regularly start fires and destroy Zones, Airports placed on islands, 
peninsu as or in the comer of the Landtorm will have a less negative impact 
on you roily. Another benefit is that onoe you bu Id the Airport you w I receive 
the Expo Gift £l, which should be built n the industrial area. 

STEP-BY-STEP 

The Land form of the Practice City in very limited n usuable space. Luckily, 
there are two small i-stands nearby, The southwestern island is the ideal 
location tor the Airport, because the pollution won t affect other Zones and 
planes will crash into the sea. To build the Airport, use the Airport icon + and 
position the cursor box over the small island as shown below. Run Power 
Lines f rom the city across the channel. Mate sure that a Rai’ I. ne is not built 
beside a Power Line so passing ships won't cut the lines. 
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MORE: COMMERCIAL 


Cities with Airports often take on an interna¬ 
tional flavors® businesses from faraway move 
into town. To take advantage of this you should uuiid a new Commercial 
Zone block. The cest site is near the other Commercial blocks in the middle 
of the city. The new Commercial Zones will also help nearby Residential 
Zones reach higher levels of development. 
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Make life a little easier! With Auto Bulldoze ^ build 
Roads, Ra ila, Zones and other bulldings over parkland 
and forest without bu Idozing. Auto Budget ^ ellm - 
nates the need to approve yearly budgets. Auto 
Goto stakes you to the score of a disaster. R.G.M. 
I; toggles 


the music on 
and off. 


GOTO 


Create a Doughnut Block using the Comrnerda Zone icon Jt anc fill the 
center with parkland tor now. When you receive a Gift that benefits Commer¬ 
cial Zones, like the Casino, place it :n 
the center. Hun Rails around the out 
side of the block and make sure 
power is connected. 


GOTO DISASTERS 

The Goto icon fUashos when 
disaster occurs. Move the cur- 
anri push © to be taken 
the location of the 

action. 
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EVALUATING THE 07 Y 

W it h you ■ city or the oh nk ot becoming a capital, you are haltway to your goal. 
Commerce is booming due 10 the addition of an Airport. Industry is 
flourishing according to your master plan and wi th a little halo from the new 
Expo you've built nearby. The block structure of your Zones makes for 
efficient sand use. With the rapid increase In populat'dn. plus a generous tear' 
from the Rank, your finances are getting back on track. I tie future 'COks 
brightforyour city,The challenges ahead include learning how to manipulate 
tax rates to influence immigration, howto use the Landfill, maximize land use 
and much more. 


POPULATION DENSITY & GROWTH 



Knowing where population is high or low, and where peop e are moving 
will help you uncover problems in vour city 
planning. Go to the Information Menu & and the 
Map Screen Push the Population icon li 
and two new icons appear: Population Density 
it and Population Growth >t. Minimum popu¬ 
lation growth and density might indicate prob¬ 
lems in a nelg hborhood, such as Housing Costs 
or Unemployment. 
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STAGE 5: 
METROPOLIS 

! he Metropolis—with a population of 100,000— is 
the highest level you can reach in your Practice 
City, it is a:so your goal. To reach that level, you 
must Hi lize every inch of the Landfbrm. plus some 
special, strategies such as charging tax rates. 
You'll alsc have tc bo orepared for disasters. A 
plane crash or earthquake at th is stage can do a lot 
of damage. 
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f Q8cA: DEAR DR. WRIGHT: HOW 
1 Do I Keep My Population ® 
GROWING? 

Many mayors easily reach tho capita! level of development only to find 
that growth suddenly starts to drop off. What [ always tefl them is, hey, 
you expected a picnic? Then I tell them to look for problem areas using 
maps and graphs.Housing Costs are often a problem. Sometimes the 
problem is t> employment. You may have to trade off a higher pollution 
level tc get more i ndustriaj jobs. But the fastest way to m ake a difference 
is to - drop your tax rate. Keep the people happy with an extra dollar in 
their pockets—that's the Wright Method. 





omim-t /e 
paying high raxes. 


game Degins with the tax rate set at 7%. That's tine 
for awhile because you need all the money you can get for construction. But 
now your population is dig enough to supply plenty of cash at even lower tax 
rates-. Enter the Information Menu tfmnd nhaosetheTax icon V-. The tax rate 
can bo adjusted between 0% and 20%, 
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FUNDING SERVICES 

Every year you w M spend a certain portion of veur cash on funding city 
services such as Police, Fire and Transportation. SimCity automat caily sets 
the funding rate at 100%, but that percentage can oe changed (using the 
arrows) if you are desperate for cash. Although you car save money by- 
reducing the eve« of 
funding, you will also 
face problems of in¬ 
creasing crime, fires 
that spread ou t of con¬ 
trol and Roads and 
Rails that fall apart. 
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Filling it up 

The tint: has come to make use of the remaining empty areas of the 
Landfoim You need all types of Zones, but more Residential Zones than 
Commercial or industrial Zones. Much of the parkland space between the 
industrial Zones must be converted, and the remaining forests must bo 
sacrificed, as well. As Gifts appear, place them in sice the appropriate 
doughnut holes. 

STEP-BY-STEP 

Create a Doughnut Block Of Residential Zones in the southwestern part of 
the city as shown below, then create a long block of R esidential Zones alon g 
the waterfront, Remember to add Police Stations, and Rails. Even though 
some of the Rails are over water, 
they stilt provide access to the Zones. 

New Industrial Zones should bo 
placed along tho eastern shore be- 
tween existing Zones. Fill the empty 
lots closest to the water first. 




One of the most useful Girts is the Landfill. Ii allows you to create a Zone- 
size p'oceof land over the water fc r Si 00. You can then build more Zones 
or other structures on the new land. I .andfill only appears when you’ve 
used up virtually all of the Landtorm space, then you' I receive three or 
four Landfills in a row. The reclaimed land is only large enough for one 

Zone, which doesn't allow space 
for Rails- Reclaim iand in the 
southern part of the city for extra 
Industrial Zones, Pollution over 
the water won’t affect the city 
and the jobs are a big bonus. 
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IMPROVING THE CITY 
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Sometimes you have to kncck buildings down to 
make more efficient use of the existing space or to 
correct a problem. In the Practice City you're 
building, the Commercial Zones In. the northeast 
comer have become overly polluted. Develop¬ 
ment has reversed and buildIngs are getting 
smaller. Bulldoze the two closest factories and 
ouiic parks. New Indus¬ 
trial Zones can ho built 
further away. 
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When two Commercial Zones are side by side 
and they both reach the highest stage of dovel 
oament they becomes huge, combined tower 
cal led a Top. The same occu rs with Residential 
Zones. Reaching Top level should be one of 
your major goafs. Too buildings contain the 
greatest population and commercial concen- 
irat : ons. This is one 
reason why you build 
the sane typo ot 
Zones next to each 
other, Placing Girts 
near Zones can help 
them reach the Top 
s-ta go. n d u stri a I , .^ 1 , . sr ja^r 

Zones can'tTopout, 
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As you learned in the opening pages of 
this manual, disasters area rraor part of 
SimCi"y. You can make disasters hap 
pen or they Can sneak upen you when 
you least expect them. The most mm 
non disaster is the Plane Crash , which 
occurs regularly once the Airport is built, 
Other disasters may depend on your 
actions, or they may occur randomly, 


FIRE 

F(res spreae rap id ly through bui ld- 
ings if there is 
no Fire Station 
nearby. Ail di¬ 
sasters cause 
fires. 



PLANE CRASH 

Planes tend to crash near the Air¬ 
port. Buildings 
can he de¬ 
stroyed and 
fires started. 



MONSTER ATTACK 

Bowser marches toward pollu- 
t«or> sources, 
stomping every¬ 
thing in his path. 

Fires begin in 
many places. 
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FLOOD 

Floods occur on undeveloped wa¬ 
terfront property. 


As they spread, 
buildings are 
damaged and 
fires breakout. 



EARTHQUAKE 

Buildings are reduced to rubble 
and fires break 
out all over the 
city.This can be 
the most devas- 
lati ng disaster. 



TORNADO 

The tornado cuts a swath of 
destruction 
through your 
city, destroying 
buildings and 
starting tiros. 



NUCLEAR MELTDOWN 

When a Nuclear Plant blows, a 
targe area sur¬ 
rounding it be¬ 
comes radioac¬ 
tive and useless 
for decades. 





SURVIVING 


Disasters can bo a ot of fun. but when you've worked fora longtime building 
up a city it can be discouraging to watch a fi r e o t earthquake destroy 
everything. That's why it is so important to plan ahead for disasters and react 
quickly to them when they occur. 

PREVENTION 

Fully fund the Fire Department and make sure the city has good Fire 
Coverage. Every clock of Zones should have several power connections. 
Use parks and bulldozed land as fire breaks. Other steps include: developing 
shorelines to avoid 
Floods; building the Air¬ 
port on the edge of town 
to reduce Plane Crashes 
and limiting pollution to 
stopBowserfrom show¬ 
ing up. 
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EMERGENCY STEPS 


1. Fire Control 


Contain fires by bu Idoz- 
ing damaged and bum- 
ing structures, roads 
andrubble, Quicklybuild 
Fire Stations roar fires. 


2, Restore Power 


Use Power Lines to re¬ 
store power to al l Zones 
that display the blinking 
Q If you don't. Zones 
empty and people leave. 


£fc*M the .Airport iin a safe 


3, Rebuild 


Once the fi r es are out, 
bul do.ee wrecked build¬ 
ings and place new 
Zones. Roads, Ralls and 
city services. 


HISTORY fit 


Cities, like nations, are often shaped by great events. 
Your city aiso has a history, and you can view the 
highlights by going to the Information Menu ff 1 and the 
Hi story Screen &. The H -story Screen I jgts tine 10 most 
recent historical events. 


























































































































TIIH WRIGHT FILES: IIOOGARFS 

TJns people of Hooearefl, Florida never thought a disastec could 
happen to them. They lived in a beautiful town with lots of 
sunshine and orange juice. Life was good- Their shorelines 
were wild and undeveloped, which made for excellent fishing. 
The airport was located conveniently In the heart of the city, 
and the Nuclear Power Plants Kept the skies clear of smog. The 

yahoos who tried bo sell the 
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city fire trucks were just west 
ing their time. Then, the earth¬ 
quake of f 59 hit them like a 
herd Of buffalo stampeding 
over a saiidcastle. Of course, 
the earthquake caused nuner 
ous fires and a nuclear melt¬ 
down, which would have been 
had enough T but a tidal wave 
flooded the city, as well, and 
with'all the smoke and confu¬ 
sion.. airplanes kept, slamming 
into the skyscrapers down¬ 
town. The one Fire Station 
couldn’t OOP®, perhaps because 
it had been wiped Out hi the 
earthquake, and practically 
the entire city of H cue ares 
was lost., 
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MAKING EXTRA LAND 

! he Landfi I Gift s the best way to ad c new space for development, but it isn't 
the only way. When you n.iilo parks and other structures along the edge of 
the water, a smalt section of land is created. These small additions car make 
a bp difference, if you add parks all around the shoreline of the island where 
your Power Plant is located, you will gain enough land to build two Power 

Plants and two Indus¬ 
trial Zones. Bulldoze 
your ©Misting Plant and 
build the new Plantsand 
Zonesas pictured. You'll 
need the second 
Nuclear Plant to avoid 
Brownouts, which cart 
limit growth. 

More shorelines 





Some pieces of land seem worthless because you carft run Roads or Rails 
10 them, even though the area might be large enough fora Zona. This is often 
the case nearthe water where a peninsula juts away from the ma mar id. ifvou 
build a Zone and run 
Roads or Rails along the 
outside of the Zone in 
the water, the Zone be¬ 
haves as if it has access 
to transportation and t 
will develop. 
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MODIFYING THE CITY 


SmaH modifications of¬ 
ten make a big differ¬ 
ence. To get the mast 
out of every space 
sometimes means 
switching Zones. For 
nstance, if a Residen¬ 
tial Zone is off by itself 
and Isn't developing, 
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maybe you snoule replace ft With an industrial 
Zone, or Industrial Zones can bo rep:aced with 
Commerciai Zones. Another method is to bdktoze 
hospitals and schools In order to build Zenos that 
will develop. [A word of warning; if you bulldoze 
too many hospitals cr schools, a cisastcr is likely 
to occur,) If a Top tower is oordered by a highly 
developed building on either end, bulldoze "alt Of 
the Top snd reZone it. Now you can get two '’’ops. 


TtaEiNSPECTI 1 )N c Oh w 


Inspect lets you see the stage of development of every Zone in your city. 
Go to the top bar and the inspect icon C?i. When you push £>, a circle 
appears. Inside the circle, Zones appear marked with their levels of 
development. R-4 High, for instance, means it is a Residential Zone at 
level 4, stage High. Comnercisi Zones have five levels, but Residential 
and Industrial Zones have only four levels. 
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EVALUATING THE CITY 

You should be on the brink of reaching the Metropolis stage hy now. Most 
of your Commercial Zones have reached the Top level of development. 
Industry, although creating pollution hot spots over the eastern shore, has 
provided needed employment Most of your Residential Zones are also wel 
developed, although you could probably use a few more Gifts. Public 
Opinion shows that Housing Costs, Crime, Taxes and Pollution are not 
considered big problems. Still, you may have trouble getting the city to grow 
the last tew thousand people needed to reach 100,000. You can increase 

your population by squeezing in a 
few more Industrial Zones and lower¬ 
ing your tax rate to 0%. In the next 
chapter you'll explore the challenge 
of creating a Megalopolis, and some 
of the techniques that make a Mega¬ 
lopolis possible, such as stacking 
Zones and forcing Gifts, can also be 
used in the Practice City to boost 
population. 
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VIEW 0\ 

The View Gift is aspecia', oommemo ■ 
ratiye model of you r city as scon from 
an angle, Go to the top bar and the 
Information Menu then to the 'View 
Icon $>, You can scroll about the 
View mode;, but you can't make 
changes. It's jus: for show. 
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STAGE 6: 
MEGALOPOLIS 

The ultimate goal of any mayor is to create 
3 Megalopo'is of 500,000 people. The Prac¬ 
tice City is too small for such a gargantuan 
undertaking, dot there are 1000 Landtorms 
that you can choose from when you start a 
new cfly, Al i of the problems you've encoun¬ 
tered in the Practice CHy also occur on the 
larger Lanefforms, but with larger cities, the 
problems are also larger, and some of tf*e 
problems will be brand new, But don’t get 
too stressed out. There will also be benefits 
that you dm n’t have n the Practice City. New 
Gifts will become available, and new ways to structure your city wil become 
important. in this chapter we'll tell you a few things that can help you reach 
your goal, but It wil I take a i ot of experimentation or you r part. You ! II also team 
more about the Scenario Options of SimCity—disasters and challenges just 
waiting to happen—plus we'll share some creative ideas that might open up 
a whole now world of play. 
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Dr. Wright spent years researching 
the intricacies ot urbafi plann ng be¬ 
fore he set to work on his master¬ 
piece, Wrighton. As you can see, the 
large Landform is just as packed as 
your email Practice City, One major 
difference is that Wrighton is on the 
mainland, not an island, and a river 
runs through it, You'l I also notice that 
the Commercial Zones aren't in the 
heart of the city as they were with the 
Practfce City, The Strategy of build¬ 
ing cities rs much different on the 
mainland, Industrial Zones duster at 
the edge of the Landform to help 
diminish the effect of pollution. Com¬ 
mercial Zones form a ring around a 
central core ot Hesidential Zones. Of 
course. Dr, Wright himself is the first 
to admit that th is is only one of cou nt- 
loss strategies a mayor can follow. 
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Time plays several roles in CimCity, Only 
over time will Zones develop, just like in roal 
Cities, and it takes a mayor tame to solve 
problems. Luckily there's plenty of time 
available. You can play for thousands of 
years of g ar r ie time if you want. In the future, 
changes take p lace in some of the graph ics, 
like the stadium. In the short term, you can 
watch the seasons char>ge. 
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MAINLAND CITIES 
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Mainland cities present new chal¬ 
lenges and require new strategies. 
The two biggest cifferences are that 
yon can bui d right up to the edge ot 
•tie Landform and that you have a river 
or rivers dividing up the Landfoim. 
Bu Iding along toe edge of the Land- 
form requires -straight, eff icient l ines gf 
Zones and transportation Systems, 
whereas building straight along liver 
banks is difficult Rivers also act as 
dividers in the city. For instance, In¬ 
dustrial Zones on one sido of the river 
will not help increase population on 
the fa- side. One of the great benefits 
of building industrial Zones along the 
edges i sthat half the pot lotion is off th e 
map and doesn 't affect tfie-cit 1 /. This is 
very mportant when it comes to heavily 
polluting industries, Airports and Coal 
Power Stations . 



DR. WRIGHT’S TIPS & 
TRICKS 

Through diligent research and fiddling with SamCity, Dr. Wright has uncov¬ 
ered some useful ways to pack in the population and get GTts. "it's not 
exactly cheating, 1 ' says Dr. Wright. "I prefer to think of it as taking advantage 
of circumstances.” 

STACKING ZONES 






Stacking Residential Zones Is a great way to pack more Zones into an area 
than normal. When a Residential Zo ne has f i lied up o^ ■e s ide with sing le f amily 
houses, bulldoze those houses and quickly place a new Residential Zone 
overthe buiidozed area . Stacking can greatly Increase density of population. 
but Zones can’t reach 


A row 1 of tonrapj, 


FORCING GIFTS 


A certain set of conditions must be met before a Giff appears. For instance, 




if you build enough extra Rails, you will receive the Train Station. The same 
is true of th* City 1 Park (build parkland), Police and Fire HQ (build Police and 
Bank (reduce your cash to less than $2,000) or the 

■ Amusement Park/Ca- 
sco (build Residential 
Zones.} Once you have 
the Gift, you car bull¬ 
doze the excess Rails or 
Zones. This is a good 
the Tnm station strategy if you have 

money to spare. 




B1BH 
sail 
SiSD 
H3SC 






































































f 




Pi.'J partfeinc 1 vi-^irei rbdJStraS. 


fludrts create p&lUfiioji. 


Battening rjjr^lvhj 1 leo'ynes />0>V|r. a iari 


A green city with many parks makes a nice place to live. I hat is as true in 
SjmGity as it is in your home town Parklards have many other benefits, as 
well. You've already seen that parkland Keeps Land Values high, wh ch in 
turn reduces crime levels. You can ar&o control pollution using parkland. 
Major Roads with heavy traffic can be lined with parkland to reduce pollution 
levels. You've also learned that you can use parkland to extend the area of 
usable space on the Landform by building along the shoreline. Another 
benefit of shoreline parkland is that 
ft drastically reduces the effects of 
flooding. Parkland can help Zones 
develop, act as fire breaks between 
neighborhoods and force the ap¬ 
pearance of City Parks, which are an 
even better way to boost Zones. In 
short, building lots of parkland is a 
great way to make your city grow. 


EVALUATION OF 
MEGALOPOLIS 




Reach ng Megalopolis won’t be easy. Much of your strategy wil I be cased on th* 
I andfonm you choose, '‘there's a lot of water, the task will be more cl 
Some basic rules wil hd □: use Nuclear Power Plants to save sps 
pollution, build Industrial Zones along the edge of the Landft 
b ecks and the stacking technique to 
concentrate your Zones, use Gifts to 
help Zones develop, fill empty arsis 
with parkland, use Fails rather that'! 

Reeds. 




THE WRIGHT FILES: PLANLEf 

Mayor irci a tfpc cdy wanted Planless* Waslv 
ii'igton tc become a Megalopolis as quickly 
as possible, As a student cf mine, she knew 
that commercial zones should bo placed 
between industrial sones and residential 
zones* hut she didn’t learn the most impor¬ 
tant lesson of creating a master plan. As 
a insult, there were clusters of Industry all 
ovot the map, surrounded, by commercial 
bones and residential zones. The city had 
no heart anemone of the mini-cities reached 
their full potential, 'On the other hand, 
each of the mjni-citie£ had few problems. 

With a little more 
pulled it off, 
mayor saved 
city and wiped, out 
Planless, It's not. 
easy being a mayor 



iiiMin 

unm 

mini 

i mil 

nmn 

iim" 


Hi' 


















































































SCENARIOS 


7 here are six scenarios In SimCity plus two bonus scenarios for mayors who 
successfully solve the problems of the first six- Each scenario puts you in the 
mayor’s office of a city with crippling problems or about to undergo a major 
disaster 3ut that's not all, The cities all have secondary problems that must 
bo managed as woli. En each case, you’ : .l have a limited number of years to 
correct the problems and gel the city up and running again, 

TOKYO 

If you read the openi ng 
chapterof this book, you 
already know the dev¬ 
astation Bowser leaves 
when he stomps Tokyo. 

The other problems include pollution and an inefficient Road system, 
Nuclear Power will help, as well as spreading out industry, 

SAN 

FRANCISCO 

t he City by the Bay is 
abourto be shaken by a 
major earthquake. You 
should expand F:re Cov¬ 
erage and run extra Power Lines between neighborhoods before the quake. 
Afterward, you'13 need to consolidate Zones in the south and build an Airport. 

DETROIT 


The Motor City is seeth- k > ■ ; <Lr.j > ■ . aa 

ing with crime, Ycu’ii 
need to bu ild Poli ceSta- 
t.onsand parkland then 
encourage industrial 
development, which will lead to an Increase in population, Funding is a major 
problem, and other disasters tike flooding may occur. 


W»at arerte warst prob¬ 
lems? 

31 % CRIME 
30% POLLUTION 

mw HfiusTtis cost a 



BERN 


Bom. Switzerland devel¬ 
oped without a mad plan 
and now traffic is threat¬ 
en! rig tc choke the city, 

You must creates mass 

transit system and bulldoze the unnecessary Roads. It will be exac 
the citizens are already opposed to taxes. 




RIO 

Due to greenhouse 
warming in the 2 1 st Cen¬ 
tury, Rio is about to be 
flooded. Developing the 
waterfrent is the mayor's 

first task, then dealing with crime pollution and 
problems occur a long with returning floods. 




BOSTON 


When a N_ciear Power 
Plant in Boston melts 
down, a large area of 
the city is left uninhabit¬ 
able. Your job is to de¬ 
velop other areas to replace the toasted industry. Poilution and crime will also 
be a problem, and there's never enough I me or money. 


BON 


If you manage to solve the woes of the previous six scenarios, you'll get 
a chance to take over Las Vegas after a UFO attack. Unfortunately, you 
don't have the technology to fight the aliens. Afte' that is Freeland—a 
Landform without rivers. 






































































CREATIVE CITIES 

Dealing with disasters and striving to reach Megalopolis are two ways to p ay 
SimCity, but there are many more. One of the most exci ting ways to piay is 
to model your own town, or some feverte city. Choose a Landform that 
resembles the area of the city you want to model, then start building. Maybe 
yo j want to make im provements on ttie Los Angeles freeway system. I f you 
want to create a Si mCity version of Memphis or London, you can do Thai, too. 
Or maybe you'd I ke to create mo perect small town, or a community of 
towns' Some mayor's iike to test Oat ideas, such as creating a city without 
a mass transit system that doosnh have traffic problems. You can ever’ use 
Sim City to make pictures and designs, It’s all up to you. Lei your creativity 
run free. Beow are sample cities, some of them models of r eal cities and 
some completely made up. 


GREEN JUNCTION 

Green Junction, Arkansas is a small , country 
town with a railroad station, fields, fcrests, a 
lake and no industry. This would be a great 
place to live, unless you needed to get a job. 
Green Junction is aroof that cities come In all 
sizes and shapes. 
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FUN CITY 

Fun City has something for everybody. The 
mayor of this town obviously is serious about 
having a good time with parks galore, and 
much more. The mayor's favorite super hero 
stands majestically at the center and he has 
even built his own house here, plus houses 
for all his friends, 
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DR. WRIGHT 

IX Wright’s urban self-portrait is not a func¬ 
tioning city, but it demonstrates that beauty 
is In Aha eye of the builder as well es the 
beholder. Says Dr, Wright, “I always wanted 
to leave my mark on the world, Now I’ve loft 
my fecel’ 1 


REDMOND 

Redmond, Washington is the headquarters 
of Nintendo of America Inc. It' s a green and 
pleasant place, but as y ou can see, there are 
some traffic problems because so many 
people want to visit. Nintendo HQ ism die 
buildings close to Mario and the freeway. 


PATCHWORK CITY 

The Mayor of Patchwork City didn’t have a 
firm grasp of the concept of planning, but his 
sense of color and composition is truly im¬ 
pressive. On the other hand, who says a city 
has to be huge or practical? 


ROUND BUTTE 

Round Butte, Utah was built in a circle to 
commemorate the pioneers who used to 
circle up their wagons at night. It might not 
oe the most practical city design, but It lias 
grown steadily in spite of a piecemeal trans¬ 
portation network and high pollution. 























































































GLOSSARY OF TERMS 

Bank—A business that lends money. The SirnCity Savings & Loan will lend 
you $10,000. 

Block A g rau p of zones pi aced next to each other so that th ei sides touch. 

Bowser A giant turtle who likes to destroy things, like cities. He is King of 
the Koopas. 

Brownout—When there is not enough energy being produced for all the 
zones, some zones don’t receive any energy. 

Budget— They eat y process of collecting and Spending taxes, 

Bulldoze —-To destroy a zone or structure using the Bulldozer loon. 

Capita!—A SknCity with a population between SO 000 and 100.000 citizens. 

City—A SirnCity with a population between 10.000 and ^0,000 citizens. 

Commerce Businesses that provide services such as repairing TVs. 
sp i ng clothes or making loans. 

Commercial Zone— A zone in SirnCity where commercial activities take 
place and develop. 

Crime—Any illegal activity . In SlmCity, h y<? levels of crime cause problems- 

Currerit Funds —Trie amount of money you fiave after taxes have been 
collected and services are funded. 

Cursor— The box or hand that you can move about th e screen to ou ikt th mgs 
of choose game options. 

Developed Zones (Undeveloped Zones)—Zones with larger buildings that 
contain greater population. An undeveloped Zone has no buildings on. it, 

Expenditures—Money spent for city services. 

Fire Coverage —The area protected by a Fire Sla* on or all the Fire Stations 
in a SimCIty. 

Funding —The yearly amount of money spent on a Government Service 
such as Polios or Fire protection. 
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Gift—A structure such as a I ibrary or Fxpo that the mayor receives when 
cedain conditions are met. As mayor, you can present this Gift to the city. 

Government—I toople e : ected to m ake dec isions tor the entire community. 
In SirnCity, the mayor is the government. 

Government Services—h SirnCity. Police and Rre protection plus trans¬ 
portation maintenance are services provided by the city. 

Hospitals—Hospitals appear in Residential Zones and do not develop 
beyond their original form. 

Housing Costs—The relative cost of a res .dance. In SirnCity, housing costs 
become higher as Residential Zones reach the highest levels of develop¬ 
ment. 

icon- A picture that represents an action or a thing. SirnCity icons are used 
to build zones, bui dings and to access game options and information, 

Industrial Zone — A zone in SirnCity where industrial activ t es Lake place 
and develop. 

Industry—Businesses or factories' hat create products such as cars, yoyos 
pr video games. 

Landforim The map on which you build in SirnCity is called The Landform. 
ft consists of fields, forests and water. 

Land Value—The price of a piece of Sard. In SirnCity, Land Values are viewed 
on a scale from tow to high value. 

Load —Ari option that let’s you resume a game that has been stored in the 
Game F'ak's memory, 

Loans— Borrow ng money which must be paid back. 

Mass Transit—A system of rahroad tracks and trolley cars that move peep e 
around a city, 

Master Plan—.An overall strategy tor locating the different Zones and 
facilities In a SirnCity. 

Mayor—The highest elected official who makes decisions for a city, In 
SirnCity, you are the mayor. 
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Megalopolis A SimCity with a population of at east 500,000 citizens. 

Menu—-A set of options from which you cart choose, The Information Menu 
ets you pic < different types of n format Lon to view, such as maps dr g^aphs. 

Metropolis—A SimCity with a population between 100,000 anc 500,000 
citizens. 


Net Migration —-A term used in the Voice Screen to indicate how many 
people have moved Into or out of your city during the last year. 


Police Coverage —The area protected by a Police Station or all the PoLce 
Stations ;n a SimCity. 


Pollution—Wastes from industry, airports and traffic in SimCity, heavy 
pollution may cause problems. 


Power—In SimCity, power refers to electrical energy which s used by all 
zones. Power Plants create the energy and Power Lines transmit it to the 
zones. 


Practice City— An option in SimCtty that sets you build a city on a small 
island, 


Public Opinion—What the voters of your city think of your job as mayor, and 
what they think are the worst problems in the city. 

Rails—The track for a mass transit system, 

Residential Zone—A zone ir> SimCity where people live and where sen cos 
and hospital? are located. 

Save -An option that stores the current game so you can resume pi ay later. 
The battery in the Game Pak osts approximately five years, 

Scenario—A SimCity option in which you manage a crisis in a model city. 

Schools—Schools appeal' n Residential Zones and do not develop beyond 
their original form. 

Side Bar— T he double row Of icons along the left Side of the screen that are 
used to bull d th; ngs. 

SimQitizeiY—Someone who lives in a SimCity arid I kes to comp gin about 
things. 
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Simulation -A model that represents a rea : thing such as a csty. 

Special income—Money received each year from Gifts such as the Zoo. 

Taxes -A yearly payer ent by citizens that is u sred by governments Eo pay for 
services iike Police protection. 

Tax Rate—A percentage of income that determines how much tax your 
citizens pay every year. 

Top—The highest level Of development tor zo-es In SimCity . Two zones of 
rhe same kind must be placed beside each other to achieve the Top level. 

Top Bar -The row of green and black icons along the top of the screen for 
controlling the game and getting information. 

Town—A SimCity with a population between 2 : 000 arc 1C.000 citizens. 

Traffic—The amount of cars on the roads. In SimCity, heavy traffic nay 
cause problems. 

Unemployment— When there are more citizens than jobs there is unem¬ 
ployment. To reduce unemployment you must create j-ods. 

Villagc A. SimCity with a population between 0 and 2,000 citizens. 

Voice- — Public Opinion in SimCity is viewed in the Voice Scree" in the 
Information tvlono. 
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Cost Of Operation 


Water 


Operation 

Forest 
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TRAFFIC: ^ 

Storre traffic dcnwif 


POLLUTION: 

$fygw$ poiiution dfcosty. 


■ he Iftfomiattoft Map of the entire city shows where Zones are located anc 
where problems are occuring. 


COMPREHENSIVE: 

_ a j Sftawa e acft !vp& :\ f 2a r .e. 


RtSitit/fflfrl: 

Shows a’i Mssi»niisi Zooas. 


CoiNGfereraf; 

Shews atiCammsfeisi Zcoss 


/rtifuslrist; 

: Show p.V 1 Clto to 1 ZnrtP.i 




POWER LIMES: 

Shon'S sH P?«!r t.wiM. 


ROADS & RAILS: 

Stows all Roads sittflaife 


POPULATION: 

"to o;jrj totofif? ra tw £ito£i' 


Itonsuy jf 


Pcpui&ta i GnjLr.ih. 


CRIME; 

$\Hpwi iveai lit fii'gifi 

and to* lvm:'!£•. 


LAND VALUE: 

SflOW-3 Land L'rHi.vLV ri'![.■' 


_ GOVERNMENT 
™ SERVICES 


Fin- CnM'crr?j--!: - 

* Stowrj ar-Si>5 ftoJMKf 
b>' Fife SlLjfaprtS Titoto ftrS. 

' Pg frr-“ CGL'tTjpfr.- 
Stop's- arasa praiacled 
by Awce Statons fr&T srvns. 

SCALE: 

Oafcr ;kSi areas fcr 
^Kflimstuin .toi'.Ti.iTi 

MAP TOPIC: 

JdMifres toe cur/ani topic. 




































































































TOP BAR MENUS 


Game Speed menu: 

The four options are Fast, 
Medium, Slow and Pause. 



ft ft 



AUTOMATIC OPERATIONS MENU: 

Bulldoze, Budget, Goto and 
Background Music can be act: - ' i 
voted automatically if you iurn ifim 

them on. 



DISASTER MENU: 

Each of the six disasters can be act;- _ 
vated by itself or with other disas!ers. 
Disasters cause fires and destnfction ot .’ 
buildings and Zones. 




INFORMATION MENU: 

Information about your city and the people who live in it is 
available in maps, graphs, polis. ano other forms. 



MAP SCREEN 

Wsw ths aty .'.I new iuay&. imt for 
pnubfem a r &ss and erea:. tnsl restf 
growth. 

GRAPH SCREEN 

Se® .hop’ ite cftansTW 
nugr .I'th;. 


TAX SCREEN 

Sef teK rates and control 
ktndtng for gou&ixmnt 


VOICE 

Puftfc Opinion k tatted Outer 
fo.fiTirraCa'i VrcJtirfra cily peeviatk-n 
rragrafrar^ antf garm xr.w 


TOTAL 

An lini^Enfo'y or ^olt city teis tee 
total nunfosr of zprrus and tstfiSr 
sflracJw*® 

HISTORY 

7"r-i“ ferl rr.r&t rttea.'if utlpOfterfJ 
L'/io!s ci tee tit? ara srtcwjj. 


■ey^- BANK 

Access to 3 SJ O.CtSu foan 


VIEW 

,/ '■ ir.rir-.:, ■.■■ f.'ii■ 
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Load; You can load 
cities quickly, 

Save: You can 
save two cities. 


DR. WRIGHT: 

The SimCity expert has sage advice for every occasion. 


~~ 

INSPECT: 

The Inspect Lens lets you peer at a Zone to see its level of 
development. 


GOTO 

Go quickly to the site of a problem or disaster. 


side bar command 

ICON S _ 

BULLDOZER $1 

Knockdown txiifriin.gs, remove Zones, Roads, Rails. Power 
Lines and other structures to correct problems, or because 
you like knocking things down. 


ROADS SIO ($20 OVER WATER) 

Build Roads to give Zones needed access to other parts of 
the city. A Zone won’t develop unless it has access to a Road 
or Rails- 








oave you* c.u r rer:i yamu 

or Load an earlier game 
from memory. 
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$20 ($40 OVER WATER) 

Avoid the problems of Roads—polk, t on and traffic conges¬ 
tion—by bundling a mass transit system with Rais. 


POWER LINES $5 ($10 OVER WATER) 





Connect Zones to a Power Plant using Power Lines. A Zone 
without power won’t develop, and other structures like the 
Zoo need power to function. 


PARKS $10 



An area of pfirtiiand consists of either lawn or a tree and 
ncreascs Lone Values in surrounding areas. Parks also 
decrease pollution. 


RESIDENTIAL ZONE $100 



Most oeop.e live in Resroeritial Zones. Development begins 
with single family houses and ends with huge luxury apart¬ 
ment towers. 


STADIUM $3000 



Build a Stadium when the public demands it. The Stadium 
will help Residential Areas develop, but it else increases 
traffic. 


SEAPORT $5000 



Bui Id a Seapo i to h el p boost devet o pment of you r In d ustrial 
Zones. One Seaport is all you >’ced. and it won't make any 
difference it it isn't buiEt hy the water. 


COAL POWER PLANT $3000 



Each Coal Power Plant provides enough electricity to keep 
40 Zones running, but they create high levels of pollution. 


7S 
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COMMERCIAL ZONE $100 

Business goes on in the Commercial Zone, but some people 
live here too. Development begins with simple strip malls 
and ends with skyscrapers, 



INDUSTR*AL ZONE $100 

Products are manufactured in Industrial Zones, Not many 
people *ive here. Development begins with workshops and 
ends with factories, 



POLICE STATION $500 

A Police Station reduces crime rates in the nearby Zones. 
Yearly funding for each Police Station is $100, but you can 
pay less if you dare, 



FIRE STATION $500 

A Fire Station provides protection against fires in nearby 
Zones. The closer a Fins Station is to a fire, the faster the fire 
will be put out. Yearly funding is $100. 



NUCLEAR POWER PLANT $5000 

Each Nuclea r Power Plant provides enough electricity for 
120 Zones, but if they meit down a large area of the city is 
useless for many decades. 



AIRPORT $10*000 

Build an Airport to help Commercial Zones develop. The 
drawbacks are high pollution and the possibility of planes 
k crashing on your city. 


GIFTS $100 

There are 15 Gifts that a poear from t me to time in the game, 
As the mayor, you can present These Gifts to the city. Many 
have benefits, but some have hidden costs. 
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SimCities grow only if the individual Zonsaj within them develop from low 
stages to high stages. Your goal should be to try to develop ali of your Zones 
to high Stages, 



RESIDENTIAL 


COMMERCIAL 



Commercial Top 



Top levels of Zone devel 
opment are reached when 
two Zones of the same 
type {either Residential or 
Commercial) are bu ilt next 
to each, other and reach 
tne hi g nest stage o f de¬ 
velopment. Note that the 
Low. Mid, Upperand High 
stages match what you 
see in Zones using the 
Magnify Lens, 
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NutnOer Tt 1 


Humber ?6 




Wumie! r 
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Number Lflj 


ftluffli»r’ £9 


NijrnirtrSS 


!hni ru 1000 L.andforrns in SimCity from, which 
• ju c in t;he>ose. Below arc p ictu res of the fi rst 100 
and 5D more of the 
—most interesting i.and 

3 forms. Each Landform 
I has different amounts 
of forest, water and 
land. A Landform with 
lots of watsr provides 
more of a challenge 

i for reaching high 
population goals. To 
see how much land 
and water a Landform has, choose the Landform 
and look at the Total Screen in the Information 
Menu. 
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ordered express tocto-y yciviuu dhrgi#i Nhipndoor ujlenedtc thenesneal NINTENDO AUTHOniZCO 
FHEFNF1 CEN IT ; 1'. Pkitew -v i-kiI ::itk! urvy rr::ri:icl!v}; -riiRl&idb ivrlriOUl oaUry ua ft red. 

HARDWARE WARRANTY 

Nintendo or Aronca loo. fnirTierida') warrenis id ihr D-ignai pijctie^ar jits! -ne hardware product 
shall t>g r*ee 1rt>T delects In material £.id wurxinanshp fnr Iwnr.-r fl;-j rr«n|h$lFom tie dale O' 
purchase » a delect covered by this warraotir ooeun fining ih^ warranty period Nintendo or a 
NINTENDO AUTHORIZED REPAIR CENTER mill rcpriir Ihc: defect vg hardware product or 
nompcjopii. ires ol ctiairge. The arigiral purefiaser -s miiiind h? iho wvirrAniy on y A the date or 
pjrchess s raglsleved a: point cA aale o- ilw ctiriKuinur can dcmpnsfrPte to Nintendo's 
sgitslacTlidn, tool toe product was purehaead within Us uci 1£ mnil- 

GAME PAK & ACCESSORY WARRANTY 

Nm&andpwarrants~ ih? original purchaser that iha (yodunl {Game Pi ks and nscr.vicneej shad hr 
Ins: friw. dolecis m materia! ant) woiteranatYp tor a period ol three {3J munihs Imm ire date d 
purchase- If a daiectodveted Cry lt>s warranty GCMirie during fflie three tO) mcnih warranty-period. 
Mhtcr.dn. ora NinTFwDO At! IHQRlZEO REPAIR CENTER wi- ;epuii Ihe irdixdiw product, free 
ukirgr:. 

SERVICE AFTER EXPIRATION OF WARRANTY 

Please tell the CD ssumsr Assistemra H--,ne at i-aOD-255-JTOO lor Ireu bit shouting essislance 
flhdfot referral ta tnc ncarasl \ iNTFNOp AUTHORISED REPAIR CENTER 0 some hsiurite*. it 
drey ba neaeeaary tor ynuiD ship ihs mmpbte product, PREIQKt FREFAID Aim? INSURED FOR 
LOSS OR DAt/AGC, to lhc ir:::,rf!!;l .nnw looatio.n Hlease do IWt SMd anyrprsduvis to NtnterkJu 
wchout calling us lirsL 


WARRANTY LIMITATIONS 

This WARRANTY SMALL NOT apply this PHomjer .;a;. % i .sfd w,th ffccccts fot .qqld OR 
LICENSED SV Nini =r-JUO HhC. LIDIM3, RUT NOT! MITFDTO J-4ON-UCENSE0 Llv UVVJLtofe-NI 
ANB CDFER DEVICES, AnAPTFHS. AMI": POWER SU'-l LS’i ;t: 15 USED FOPtOQMMEFtCLAL 
POHFOBeS IIWCUJHNC RF>JTaI «| IS KIODIFIEO OR T'AM^HED W III: ,:i;. & DAMAGED BY 
HErtLIOFMCF. ACC-5FNT JIJBEABC+IABLE USE.On BYlitHEH MJUSE5 UNRELATED T-pOEFEOm^ 
r.lATFPlIA SORWOnKWWSHlPrQfl Cel HAS IAU i It SbHIAL NUWER ALTERED Tf-FACFI) OR 
REMOVED. 

ANY AHPLIU'iULb IMPLIED WAHPAhiTIFS -IFi UDINS WABRttNTIES W MLHCHAN' ABILITY AND 
•irNEiiH PQRA F-ARTICTA AR PtJHPOSE. *HE HEREBY LIMITED N DURATION rO THE WARS.ANTY 

pERon-s pggcMiaep apsve \n youths or a ivor, ms, as uffuc.asle i. \h kc event shai i 

NINT^MPO PF I .Aril I FOB CONS CQUDjh.M.L OR INC JtrilAL DAMAQfeE HESULTU4IJ FROM Tl-= 
BREACH OF ANV IMP ICDOR EXPRESS WARRANT £& £OM6 : STArES DO NOT ALLOW I MfTATIONS 
CNHCW LONG AN IMPLIED WAHKAh r LASTS OH EXCLUSION OF ODYHSEOUENTIAL OR INCIDENTAL 

damages, so i i il alk limita i ions may not apfi.y to you. 

ThtewiuMriv ■ . • ■ i .- i Mjr.aue have alhcr tipis whidi vaiy tipm slab Iri stale 

Ntmentiyaeddn ■■■ ■• • . .- r *rihhb«nisii 









































































IS 10<i It A PHI CAL ■ 
IPOUMATIOXI 

s- 

Dr. Wright entered Lhe growing : Luld or' 

Sira City Design in the niLd. ’flO:; iifLar an 
unhappy career as a chemist creating 
now fialr color I Ag formn as. About this 
time, a group of programmers were 

looking for scientists to research a phfr- Gn .■•■■" ■ ■ 

no-menal now ggmeraLlsd SimCity: With ^ 

advanced degrees in Urban Planning, I . v ■ 

Computer Aided Design and Nintendo . 

Game OoungsUng, Dr, Wright was the clear choice to head up the experimenta- 
teejn. insight fui i-iLudisa into Ihe eauee and effect cf Sira Cities and their 
mayors havo boon recognised as the benchmark ::: l.ha field. Among iiia. 
many finds are theories explaining why new SiraiCiiy mayors can’t stop 
playing the gamo and why the aimOliidien crossed the read. Dr. Wright 
lives with his family in a tawo ha designed and built from environmentally 
safe wicker, 


l»lil{$OMI T/HITS: 


LQ-t 1000 

Height: 3 .nches 

Hiducation: Mario State University 3A, WA, Fhd. DDS. HE3. Honorary 

Professorship of Deep Thinking 

Hobbies: F-Eero™ racing, Skydiving vi;h Pitotwings™, arir; Ycshi 

riding 

Past Titles* Kat : .ooa ] 7 ra fi lie Oosrdin atcr. President c; the- Seeiety for 

the Press fvstion of Antique Plumbing 


NEED HELP WiTH INSTALLATION, 
MAINTENANCE OR SERVICE? 
CALL 1-800-255-3700 


Nintendo 


Nintendo of America Inc. 

P.O. Bo*. 957, Redmond, WA 93073-0957 U.S.A. 

^■ n 1l ^ Ir.Jspnr. 

l i-— .; l •- - _ — 









